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Abstract 
This research was conducted on the seventh grade student of SMP Negeri 16 Pontianak in 
academic year 2017/2018. The research was conducted in order to solve the problem of 
students in vocabulary achievement on transactional text. Most of the students had lack of 
vocabulary. To achieve the objectives of the research, a classroom action research was 
conducted. The researcher observed the students’ vocabulary achievement by collecting 
the data through direct and measurement technique. The tools of data collecting were 
observation checklist, field note, and test. The test contained 30 questions, and 
implemented to 30 seventh grade class B students. This research was done in three cycles. 
The result of data analysis showed that Domino game was a successful technique for 
improving students’ vocabulary achievement. Observation checklist and field note also 
showed improvement in teaching learning process. The words in material, which had 
provided by the teacher as an example in the beginning of the lesson activated students’ 
background knowledge about materials. Working together in groups when playing Domino 
game also encouraged the students to remember the new vocabulary, they also became 
active in class. It can be concluded that the students’ vocabulary achievement by using 
Domino game technique was improved.  
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INTRODUCTION 
Vocabulary is the fundamental aspect in 
learning English. Vocabulary influences 
language skills such as speaking, writing, 
reading, and listening. As the one of important 
aspect in learning English, vocabulary have to 
put in the beginning process of learning English. 
Teacher tends to teach the students the meaning 
of the word and how to pronounce it in the 
beginning of the lesson. In fact, most of the 
teacher don’t know how to teach the student 
vocabulary in order to make the students able to 
find the meaning, how to spell, and how to 
pronounce the word. In the otherhand, the 
students are struggling to learn the vocabulary 
especially for junior high school students. In 
Curriculum 2013, Junior High School is the 
beginning level of students to learn English, 
because in elementary level English is not 
become a require subject. Then English subject 
is learned through the integration of the 
langguage skills. In line with that, based on 
syllabus the students have to know the word 
around them, especially in school, home, and 
society. 
In fact, based on the researcher observation 
in the class.  In the teaching learning process, 
the teacher used lecturing technique. At the 
beginning of the lesson, the teacher directly 
teach the material without gave the students 
several words that much more likely to be used 
in the text. Then, with the help of dictionary, the 
students only able to remember the words they 
found on that day and forgot the words in the 
next meeting. As mentioned earlier, vocabulary 
needs to come first in order to let the students 
easily understand the text. In addition, the 
students were also not enthusiastic to learn the 
material given by the teacher. 
To make sure the main problem in that 
class. The researcher has a discussion with the 
one of the English teachers in that school. 
Because this is the beginning for the student to 
learn English they are not always successful 
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achieve the learning goal of the material. In one 
session of the teaching learning process the 
students are failed to achieve the goal of the 
learning. The learning goal of the material is to 
make students able to give and ask information. 
It is showed when the students are asked to 
complete the sentence of transactional text. It 
happened because they are lack of vocabulary. 
The teacher also told that the students felt shy 
and not confident to speak in front of the class. 
The researcher concluded that the main problem 
of the students in learning English is in students’ 
vocabulary. 
Based on the problems occurred in the 
classroom during the observation and also 
discussion to the teacher. The use of suitable 
technique to improve students’ vocabulary is 
very important. There are many strategies to 
teach vocabulary for junior high school level 
which can make students interest and enjoy in 
learning process. Although, some of teaching 
strategies are successfully applied to improve 
students vocabulary mastery such as game, 
song, pictures, comic, cartoon picture and many 
more. Using games in English learning process 
are useful because they can increase students’ 
motivation and self-confidence. In line with that 
the researcher used Domino game as a 
technique to solve students’ problem in lack of 
vocabulary. Domino game is set of cards consist 
of word and picture in each card. It helped the 
students easier to understand the material and 
easier to remember the words with see some 
pictures. 
In line with that, the previous researcher 
already did the research in using Domino game 
to improve students’ vocabulary. Saepudin in 
his research entitled “The Use of Dominos 
Game in Teaching Vocabulary” found that by 
using Domino game effectively improve 
students’ vocabulary. The same result was from 
the research conduct by Andana Dika Aristika 
entitled “Improving the fifth year Students 
Vocabulary Mastery through Modified Domino 
Cards at Elementary School Mergayu”. In 
addition Lau Wing Sum and Jojo conducted 
slightly different research entitled “A study on 
the effectiveness of Using Domino for 
Consolidating Vocabulary in Upper Primary 
ESL Classrooms” found that Domino game 
have potentialities to use for reinforcing or 
improving student vocabulary for ESL 
classrooms. 
The researcher would like to conduct a 
classroom action research as the effort to solve 
students problem in vocabulary on teaching and 
learning process by using Domino game. Based 
on the matery of the student, Domino game 
cards consist of picture and noun, which focus 
on plural-singular and article. It make student 
easier to imagine the word and also get more 
vocabulary. The researcher believe that by 
using Domino game, the teaching learning 
process be better than before and the student can 
understand the vocabulary easily and be active 
learners in the classroom. 
 
METHOD 
The researcher chose a classroom action 
research as the suitable method to be applied. 
Classroom action research can be defined as the 
action research that is conduct in the classroom 
in which both student and teachers interact. In 
line with this, McNiff and Whitehead (2006:7), 
stated “Action Research is conducted when 
there are problems appear in teaching and 
learning process and the practitioners try to 
investigate, evaluate, improve as well as solve 
the problem, and develop the new idea on their 
own teaching”. Cohen, Manion, and Morrison 
(2005 : 226), points out “classroom action 
research may be used in any setting where a 
problem involving people, tasks and procedures 
cries out for solution, or where some change of 
future result in a more desirable outcomes.” In 
short, it means that a classroom action research 
is aimed to seek the solution for problems of the 
classroom. 
According to Burns (2010) described 
classroom action research into 4 steps: (1) 
Planning, in this stage the researcher identify a 
problem or issue and develop a plan of action in 
order to bring about improvements in a specific 
area of the research context. In the other word, 
it is a stage for the researcher and teacher to plan 
the way how to make good activity in the 
classroom in order to solve the problem faced 
by the students. The researcher and the teacher 
together prepared lesson plan and some 
materials that used in research process. The 
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observation checklist and field notes also 
prepared in this stage. (2) Acting, where the 
researcher apply the strategy that has been 
planned before. In other word, this stage is a 
step to act the plan in the real treatment. The 
teacher became the classroom teacher in this 
research. The reseacher became the collaborator 
observing to observed the classroom, do some 
observation checklist, and make some field 
notes. (3) Observing, this stage involved the 
researcher in observing systematically the 
effects of the action and documenting the 
context, actions and opinions of those involved. 
The researcher took note and observed all the 
activities in teaching learning process by using 
observation checklist and field notes. (4) 
Reflecting, the researcher and teacher reflected 
on, evaluated and described the effects of the 
action in order to make sense of what has 
happened and to understand the issue they have 
explored more clearly.  In this stage, the 
researcher and the teacher shared, analyzed, and 
evaluated the information which are obtained 
from the classroom observation activities and 
the notes taken to get feedback on what have 
done. The researcher and teacher decide to do 
further cycles  of action research to improve the 
result. 
 
Figure 1. Cyclical Action Research Model  
 
Setting and Subject of Research 
This research was conducted at SMP 
Negeri 16 Pontianak located on Sungai Jawi 
dalam Pontianak. The subject of research is 30 
students of the seventh B grade students of in 
academic year 2017/2018, they are  12 male 
student and 18 female students in the average 
age 13 years old. Also the English teacher who 
teaches English in the grade seventh in SMP 
Negeri 16 Pontianak. 
 
Techniques of Data Collection 
In this research, the researcher applies 
observation and measurement technique. Thus, 
they can help the researcher in reflection 
whether the actions that given success in 
improving the student vocabulary through 
Domino game. In this research, the teacher was 
teach the students and the researcher would pay 
attention to the students’ performance carefully 
in order to notice things that have connection 
with the research focus. The observation would 
be done by using observation checklist sheet 
and field notes as a guidance to notice students’ 
improvement by using Domino game. 
Meanwhile, measurement technique was done 
by conducting test to know the students’ 
progress or students’ vocabulary achievement 
in every cycle. 
 
Tools of Data Collection  
Tools of data collection in this research 
were observation checklist, field notes, and test. 
Observation checklist was used as a guide for 
the collaborator to notice students' participation 
in playing Domino game. The field note was 
used to give additional information which could 
not be gathered from observation checklist 
when Domino game is applied. It contained 
planning, acting, observing, and reflecting. The 
test was used in order to know the students 
improvement in vocabulary achievement to 
support the process of Domino game. 
 
Techniques of Data Analysis 
The data or the research findings are  
discussed based on the result of students’ test, 
observation checklist, and field notes. 
To get students’ score from their test, the 
researcher used formula as follow: 
 
Students′Score =  
𝑇𝑜𝑡𝑎𝑙 𝑆𝑐𝑜𝑟𝑒 𝐴𝑐𝑞𝑢𝑖𝑟𝑒𝑑
Maximum Score
X 100 
 
In order to determine the students’ 
individual score whether the students passed or 
not passed, the standard of minimum score for 
English subject at the school was used. 
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Figure 2. The Criteria of Students’ Mean 
Score 
 
Total Individual 
Score 
Category 
0-75 Not Passed 
75-100 Passed 
 
The data is analyzed by reflecting the 
information taken from the observation 
checklist, field notes, and students’ test score. 
The reflecting is one of getting feedback of the 
teaching learning process. From this activity, 
the researcher tried to find out the benefit of the 
strength and the weakness of the process. After 
knowing the weakness, the researcher then 
decided what action would be treated in the 
classroom to improve the teaching learning 
process 
 
RESEARCH FINDING AND DISCUSSION 
Research Finding 
1. The improvement of student 
vocabulary 
In conducting the research, the researcher 
applied the Classroom Action Research in order 
to solve the problems found in the classroom. 
The problems found from the seventh grade 
students of junior high school no 16 Pontianak 
were lack of vocabulary and difficulty in find 
the meaning of the words. The implementation 
of Domino game as a technique in the research 
was to improve students’ vocabulary 
achievement in transactional text.  
This research was conducted in three 
cycles. In the first cycle, the acting stage was 
conducted in one meeting which occurred on 
Monday, November 20th 2017. The second 
cycle, the acting stage was conducted in one 
meeting which occurred on Thursday, 
November 23nd 2017. In the last cycle, the 
acting stage was conducted in one meeting 
which occured on Monday, November 27nd 
2017. During the implementation of Domino 
game as a technique, the teacher of the school 
acted as a classroom teacher and the researcher 
as the observer of the teaching learning process. 
The researcher observed what happened in the 
classroom during the teaching learning process 
through observation checklist and field notes. 
After the teacher gave the materials, he 
implemented the Domino game technique, and 
the students did the test, the researcher 
computed the students’ score to supported the 
student learning process while played Domino 
game. 
 
First Cycle (November 20st, 2017) 
In the first cycle, acting stage was 
conducted in one meeting. During the 
implementation of Domino Game, the teacher 
explain about the material and applied the 
Domino Game. The researcher as the 
collaborator cooperated to record what actually 
happened in the classroom using observation 
checklist and field note.  
Based on the observation checklist, the 
overall activity wasn’t really good. The teacher 
did not give good apperception and did not 
explain well about what for and how to play 
Domino game. In line with that some students 
didn’t pay attention to teacher explanation, 
some of student busied with their own business 
and talk with their desk mates. It made students 
didn’t get the main point in learning through 
Domino game. The student wasn’t understand 
how to play Domino game, it made student 
missed the important stages in Domino game. 
One of the stages is matching word stager, it is 
the most important stage in Domino game. 
Some student really missed that stages, they just 
played Domino game without purposes. 
In this cycle, the researcher found several 
problems that had to be corrected. The problems 
were related to the teaching and learning 
process, along with the teacher and the students. 
The problems came from both the external 
factors and internal factors.  
The researcher summarized the problems 
into several points as below: 
1. The teacher did not give the student good 
apperception about the materials, it made 
some of the students not enthusiastic to 
learn. 
2. The teacher did not give clearly 
explanation about the steps of the Domino 
game, it made student confused. He just 
asked the students to read the steps on 
power point slide. 
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3. In some groups, only few students actively 
involved on playing Domino game but the 
others didn’t pay their full attention when 
playing the game. 
4. The teacher was not strict enough to the 
students who were not paying full 
attention.  
5. In the first cycle, only 8 students passed the 
standard minimum score; with the mean 
score 63.23. 
Realizing those problems, the writer and 
the teacher agreed to continue this study to the 
second cycle in order to improve the teaching 
learning process; in term of the students’ 
performance, teacher’s performance, and also 
the score of the students. In conclusion, the first 
cycle was not as good as it was expected. It 
needed to be corrected and revised in order to 
improve the result in the next cycle. Therefore, 
the researcher conducted the second cycle to 
revise and improve the shortages and 
weaknesses in the first cycle. 
 
Second Cycle (November 23rd, 2017) 
In this stage, same as the first cycle the 
researcher prepared the teaching learning 
process resources, such as the materials of 
transactional text, domino card, and also power 
point slide to make student easier to learn. In 
this cycle the materials of vocabulary in 
transactional text is focused about the animals. 
The researcher also prepared the tools for the 
research such as the observation checklist, field 
notes and test items. Also the researcher had 
revised from the first cycle, such as teacher have 
to give good apperception to the student about 
what would they learn, and teacher must 
strengthen in the importance of the learning 
process to make student focus on materials also 
can understand all of the steps in Domino game. 
The second cycle was conducted on 
November 23rd, 2017. In this stage the teacher 
started the class by greeting, pray, and checking 
the student’s presence. Teacher started the class 
by asked the student to open their english book, 
while the student prepared their book the 
teacher prepared laptop for teaching learning 
process. Then teacher told the student what 
would they learn on that day and the purposes 
of the material. The class was very noise, it 
made teacher stop the learning process then told 
the students about the rules in the class, then the 
student understood with that and teaching 
learning process continued. 
After that the teacher start to explain about 
transacational text. In other hand samoe student 
didn’t hear the explanation and busied with their 
own bussines. Next, the teacher started to 
explain clearly how to play Domino game, 
because in the last meeting the student still 
confused how to play Domino game. The 
teacher gave the example how to match picture 
and word in domino card it self. Ater that, the 
teacher asked the students to mention which 
steps in Domino game make they are confused. 
After that, the teacher asked all of the students 
to gather in the same group as the last meeting. 
Next the teacher gave one pack domino card in 
each gruop. Then the teacher started the 
Domino game. 
While student played domino game, the 
teacher walk around the class to help the student 
if they confused to match the card. After all 
student done match all the card, the teacher give 
the correct matched of the card. After all student 
finished, the teacher collected all of the test. 
Then the teacher finished the class with the 
conclusion and gave students some motivation. 
Then the teacher told what would they learn in 
next meeting. 
The researcher found several findings in 
the second cycle as follow: 
1. The students was able to active and get 
involved in teaching learning process. 
2. The students were seen to be much 
interested to learn through Domino game 
more than then first cycle. 
3. The students were able to do the test 
efficiently and effectively.  
In conclusion, the acting stage of the 
second cycle was much better than the first 
cycle. The students had done better than the 
previous cycle. They were excited and 
encouraged with the activities. They paid 
attention to the instruction and explanation 
more than the first cycle. Overall, the process of 
the second cycle was improved, even when 
there were several minor problems. 
The result of the two cycles indicated the 
improvement of students’ vocabulary in 
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transactional text through the use of Domino 
game. The students were motivated to learn 
vocabulary and they were also able to answers 
the test items. After using the Domino game as 
technique of the learning, the students was 
motivated in learning the vocabulary through 
game. The students were also able to acquired 
the idea of how domino able to help them in 
learning vocabulary. 
The researcher believes that the result of 
the two cycles could be improved more with 
another cycles. By comparing the first and 
second cycle, the improvement made was 
13,13. However, some groups still seem 
confused when played the Domino game. In 
addition, 13 students did not pass the standard 
minimum. The teacher and researcher believed 
that these problems can be minimize by 
conducting the third cycle and both of them 
agreed to do it. 
 
Third Cycle (November 27th, 2017) 
Based on the reflection in cycle 2, the 
writer and the teacher agreed to apply third 
cycle to make sure that Domino game is an 
efective technique to learn vocabulary. In this 
stage, same as the last previous cycle the 
researcher prepared the teaching learning 
process resources, such as the materials of 
transactional text, domino card, and also power 
point slide to make student easier to learn. At 
this time, the teacher teached the students with 
familiar vocabulary. For this cycle the 
vocabulary was focused on public places and 
goods. It aimed to make the student easier to 
understand the material and easier to remember 
the new words. 
This cycle was conducted on November 
27th, 2017. In this stage the teacher started the 
class by greeting, pray, and checking the 
student’s presence. Then the teacher told the 
student about the learning activities on that 
day and the purposes of the learning 
process. Then the teacher continued 
teaching, teacher explained again about 
transactional text, which the focus of the 
material was about the vocabulary of public 
places and goods. 
After that the teacher start to explain about 
transacational text. In other hand samoe student 
didn’t hear the explanation and busied with their 
own bussines, but it didn’t distrub the teaching 
learning process. Next, the teacher started to 
explain clearly how to play Domino game, 
because in the last meeting the student still 
confused how to play Domino game. The 
teacher gave the example how to match picture 
and word in domino card itself. After that, the 
teacher asked all of the students to gather in the 
same group as the last meeting. Next the teacher 
gave one pack domino card in each group. Then 
the teacher started the Domino game. 
All of the student started playing 
Domino game at the same time, almost all 
of students were happy and enthusiastic 
while playing the game. While students 
played the Domino game teacher walked 
around the class to see how the student play 
Domino game. The teacher also helped the 
student to match the word to the picture by 
giving some clues about the meaning of the 
word. The students also could open their 
dictionary and their English book. The 
student matched all the card in this stage 
faster than the previous stage, so the teacher 
gave them a change to play once more 
because the student looked very happy to 
play the game. 
The researcher found several findings in 
the third cycle as follow: 
1. The students were confident and very 
happy while playing Domino game 
2. The students were seen confident while did 
the test and believed on their own ability 
while anwer the test. 
In conclusion, the acting stage of the third 
cycle was much better than the last cycle. The 
students had done better than the previous one. 
They were excited and encouraged with the 
Domino game. Overall, the process of the third 
cycle was improved. 
After discussing and look the improvement 
of the students with the teacher, the writer 
concluded that third cycle was better than the 
previous cycle. The problem appeared also had 
been minimized in this cycle. The use of clearly 
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explanation in steps of game, and how the 
teacher gave attention to student were the most 
improtant things. The researcher concluded that 
this cycle was succesfully improved the student 
achievement in vocabulary. Based on that fact 
the researcher decided to stop the cycle. 
Moreover, the students score also showed very 
significant progress. Their mean score 
increased from 76.36 to 84.03. Numbers of 
students who did not pass the standard 
minimum was also decreased from 13 students 
to 6 students. 
 
2. Stages in Domino game 
Domino game has several stages, which 
are; students arrange in some groups, teacher 
gives the domino card to the students, students 
start to match the domino card in their groups. 
The student would play the game until all 
domino cards on their hand are matched in 
correct order, if the cards match in wrong order, 
the other student in that group try to solve it or 
the teacher guided the student to match in the 
correct order. Based on that brief explanation, 
the researcher believed that matching stage is 
the key stage in Domino game technique, 
because the students learned and expand their 
vocabulary while matching the picture and 
word in correct order. 
In this part the researcher tried to explain 
about the matching stage in Domino game on 
each cycle. The researcher believed that 
matching word and picture stage can improve 
student vocabulary achievement. Based on field 
notes in the first cycle, matching word and 
picture gave effect to students’ understanding 
about the vocabulary that they had learned. 
From the first cycle, some students didn’t play 
the Domino game by their own understanding. 
In results, the matching stage in this cycle didn’t 
give the best result to the teaching learning 
process and student didn’t understand about the 
subject that they had learn on that day and they 
also failed to improve their vocabulary through 
Domino game. Furthermore, the effect of the 
matching stage of Domino game also can be 
seen from students’ test score. Many students 
got score below the standard minimum. 
In the last cycle, the students looked very 
active and confident to play Domino game. The 
students already played Domino game two 
times, it made them easier to understand about 
Domino game steps. Most of the students 
looked enthusiastic, and they got the materials 
and the new vocabularies that they had learn on 
that day. The students didn’t confused in 
matching pictures and word stage. Then, 
students look confident while did the test and 
they had done the test before the time was over. 
In addition, the student score also supported that 
conclusion, it had significant improvement in 
each cycles. 
 
Discussion 
This research was conducted in three 
cycles. Each cycles consisted of four stages 
which are planning, acting, observing and 
reflecting. Each acting stage was conducted in 
three meetings that was executed during the 
teaching and learning process. The researcher 
tried to answer the research questions based on 
the data acquired. As mentioned before, the 
research question how does Domino game 
improve students’ vocabulary of the seventh 
grade students of SMP N 16 Pontianak in 
academic year 2016/2017?. Then, this research 
had research purpose is improvement student 
vocabulary in Domino game. It can be seen in 
the research findings, from student performance 
and process while student played domino game, 
and it also supported by student score in each 
cycles.  
Furthermore, the observation checklist and 
the field notes also showed that there were 
significant improvement in the teaching and 
learning process. The students were became 
more focused in teaching and learning activity 
and it made student easier to catch the main 
point on that learning process. The students 
were happy while teaching learning process, 
because Domino game had significant good 
effect for class atmosphere. Then, the students 
can cooperate with their friend how to solve 
problem and share their ability to their friend in 
the good way. Such as team work building, 
which allows them to cooperate, trust, and 
communicate with team mates in order to 
achieve a certain goal. It made all of group 
member active to match all the card in correct 
order. 
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In conclusion, the researcher determined 
that this research was satisfactory. The student 
vocabulary achievement was improve by using 
Domino game technique could be seen from the 
students’ performance in playing the game, and 
it supported by students’ test score. In the 
implementation, to help them mastering the 
vocabularies at the same time. Moreover, the 
transactional text was concluded in the student 
test. It was one proves of the understanding of 
student in transactional text, also it was 
improved based on the implementation of 
Domino game itself. Therefore, the researcher 
has concluded the action hypothesis which was 
stated as “Domino game is able to improve 
students’ vocabulary for seventh grade students 
of SMPN 16 Pontianak academic year 
2017/2018” has been proven. 
 
CONCLUSION AND SUGGESTION 
Conclusion 
Based on the analysis of the study above 
and its result, it is concluded that the students’ 
vocabulary achievement on transactional text 
could be improved through matching word and 
picture stage in Domino game. Domino game 
was implemented as a technique to improve 
student vocabulary achievement while the 
students learn transactional text. The students’ 
vocabulary achievement on transactional text 
was improved by using Domino game 
technique. This was proved by the result of 
students’ score in individual test, in each cycles 
the students’ score had significantly improved. 
In line with that the result was proved from 
fields note and observation checklist in each 
cycles. Picture can activated the student, easier 
to imagine, and know the meaning. It can 
conclude that Domino game improved the 
student vocabulary achievement, and increased 
students’ motivation and responsibility. 
 
Suggestion 
Based on the conclusion above, it is 
suggested that the teacher could implement 
Domino game more often in teaching 
vocabulary on all kind of teaching learning 
process because it had been proven could 
improve the students’ vocabulary achievement 
on transactional text. It is also suggested that the 
English teacher should be consider in 
explaining the steps in Domino game technique. 
The teacher should be careful in choosing the 
new vocabulary or word and the picture in 
Domino game cards. Then, it is also suggested 
that the teacher should be pay attention to the 
students’ during  playing Domino game, and 
help the students by giving correction or some 
clues while they match the card to make them 
more understand. 
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